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COPYRIGHT 

This software product is copyrighted and all rights reserved by 
Commodore Electronics. Ltd. The distribution and sale ol this 
product are intended lor the use ol the original purchaser only. 
Lawful users of this program are hereby licenced only to read 
the program, from its medium into memory of a computer, sole- 
ly (or the purpose of executing the program. Duplicating, copy- 
ing, selling or otherwise distributing this product is a violation 
of the law. 

This manual is copyrighted and all rights are reserved. This 
document may not, in whole or in part, be copied, photocopied. 
reproduced, translated or reduced to any electronic medium or 
machine readable form without prior consent, in writing, from 
Commodore Electronics Ltd. 

DISCLAIMER 

COMMODORE ELECTRONICS, LTD. ("COMMODORE") MAKES 
NO WARRANTIES, EITHER EXPRESS OR IMPLIED. WITH 
RESPECT TO THE PROGRAM DESCRIBED HEREIN, ITS 
QUALITY, PERFORMANCE, MERCHANTABILITY, OR FITNESS 
FOR ANY PARTICULAR PURPOSE. THIS PROGRAM IS SOLD 
"AS IS". THE ENTIRE RISK AS TO ITS QUALITY AND 
PERFORMANCE IS WITH THE BUYER. SHOULD THE 
PROGRAM PROVE DEFECTIVE FOLLOWING ITS PURCHASE, 
THE BUYER (AND NOT THE CREATOR OF THE PROGRAM, 
COMMODORE, THEIR DISTRIBUTORS OR THEIR RETAILERS) 
ASSUMES THE ENTIRE COST OF ALL NECESSARY DAMAGES. 
IN NO EVENT WILL COMMODORE BE LIABLE FOR DIRECT. 
INDIRECT, INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM ANY DEFECT IN THE PROGRAM EVEN IF 
IT HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. SOME LAWS DO NOT ALLOW THE EXCLUSION OR 
LIMITATION OF IMPLIED WARRANTIES OR LIABILITIES FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE 
ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY. 



Additional Educational Software 
for the Commodore 64; 

Chopper Math 

Disk Bonus Pack 

Easy Lesson 64/Easy Quiz 64 

Frenzy/Flip Flop 

Introduction to Basic: Part I and Part II 

Logo 

Music Composer 

PILOT 

Public Domain Software 

Speed/Bingo Math (Elementary Grades) 

The Music Machine 

Type Right 

Zortek and the Microchips 

Also, look forward lo the Milliken Edutun series, 
the Midwest Kinder Koncepts series, and more! 
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INTRODUCTION 

Welcome to the Commodore Early Education Series! This game 
cartridge is the first in a series of talking educational programs 
for young children ages 3 to 6. These programs actively involve 
children by engaging their three primary senses: sight, sound, 
and touch. The series teaches fundamentals such as the 
alphabet, spelling, counting, and animals. Each program 
features one or more guides such as a bee or rabbit to teach the 
skills and to give positive reinforcement. All cartridges in this 
series require Commodore's Magic Voice™ Speech Module. 

Each program in this series includes a learning section and one 
or more game sections that provide practice in the skills 
learned. The programs are designed so that a child may go 
through the learning section before playing the games or skip 
immediately to the games. 

DESCRIPTION 

A Bee C*s leaches the alphabet — first capital letters and then 
small letters. The Commodore Bee Is the guide through the 
learning section; she flies to each letter and says it. There are 
two game sections to play. The first game involves four 
sequential letters such as Aa Bb Cc Dd or Oq Rr Ss Tt scattered 
on the screen. In the second game, eight random letters are 
shown such as p I f d B L t j. In both games, the Bee asks the 
child to identify one of the eight letters. Positive visual and 
spoken feedback is given after every correct answer. 
Throughout the program, fly the Bee lo Ihe beehive to repeat 
the letter; to skip to the next set of letters, fly the Bee to the 
rose. 

LEARNING OBJECTIVES: 

• To identify the letters of the alphabet 

• To recognize and distinguish between capital and small 
letters 



LOADING INSTRUCTIONS 

1. Turn your Commodore 64 OFF. 

2. Connect the speech module to youf Commodore 64 as 
described in the Magic Voice User's Guide. 

3. Plug a joystick into Control Port 1. 

4. Insert the A Bee C's Cartridge into the game cartridge slot 
located on top of the Magic Voice speech module. 

5. Turn on your Commodore 64. The A Bee C's program will 
start automatically. 

If the program does not start, probably either the speech 
module or the cartridge is not plugged in properly. Simply 
turn off your computer and make sure both the speech 
module and the cartridge are firmly secured. 

NOTE; When finished with Ihe program, make sure you turn 
off the computer before disconnecting the cartridge and the 
speech module. 



HOW TO USE THE PROGRAM 

At the beginning of this program, you choose the lesson or the 
games. The Commodore Bee tells you to fly her to the beehive 
and push the button to learn the alphabet lesson or to fly her to 
the rose and push the button to play games. Nothing will 
happen until you fly the bee to either place and push the 
button. The button referred to is the firebutton on the joystick. 
Your child controls the Bee's movement with the joystick. 

If you fly lo the beehive and push the button, the Bee teaches 
the alphabet. First, the bee flies to and says all the capital 
letters. Second, the bee flies to and says all the small letters. 
The vowels are highlighted in a different color. Then, the Bee 
teaches four sequential letters at a time showing both capital 
letters and small letters. Next, there is an exercise Involving the 
eight (four capital and four small) letters that were |ust taught 

In this exercise* the Bee asks the child to fly her to a letter by 
using the joystick and pushing the firebutton. For each correct 
answer, the child gets a Happy Face and verbal praise, and the 
Bee flies around the letter If the child gives a wrong answer, 
the Bee says "Try again". The child gets three tries before the 
Bee shows and says the correct answer. After these eight 
letters have been tried, the Bee reviews the next group of eight 
letters. This process continues until the child has worked 
through the entire alphabet. 



If you need a letter restated, fly the Bee to the beehive and 
press the joystick button. For example, If the Bee says "Fly me 
to capital D'\ you can fly to the Beehive and push the joystick 
button. She will then say "Fly me to capital D as in D E F'\ 

If you want to skip lo the next set of letters without finishing 
Ihe current set. fly the Bee to the rose and push (he joystick 
button. This allows you to skip over the letters already known. 

Next in the learning section is a game In which eight random 
letters are shown on the screen. The Bee asks the child to fly 
her to a letter If the child chooses the correct letter, a new 
group of letters is shown. After the Bee asks for twenty letters, 
the learning section is over and the cartridge restarts itself. 

If you go directly to the game section, the lesson's exercise 
with eighl sequential letters (four capital and four small) is the 
first game. Then the game with random letters Is shown. After 
this second game, the cartridge restarts Itself. 

RELATED ACTIVITES 

It is important lo introduce the alphabet to your child at an early 
age. To supplement the A BEE C's program, it is a good idea to 
provide alphabet blocks for your child to play with and touch. 
Encourage your child to draw the letters on paper or create 
them out of other materials such as clay. You may also want to 
show your child how to spell his/her name. Finally, reading to 
your child is a delightful way to spend time together exploring 
language. 



WATCH YOUR DEALER'S SHELVES FOR MORE TALKING 
EDUCATIONAL PROGRAMS FROM COMMODORE! 
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